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[WARNING - Seizures] 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


[AAWARNING - Repetitive Motion injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


[AWARNING - Battery Leakage] 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 


thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 
To avoid battery leakage: 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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THIS GAME PAK INCLUDES A MULTI-PLAYER MODE 
WHICH REQUIRES A GAME BOY® ADVANCE 
GAME LINK® CABLE. 
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NOTE: To play multi-player Tetris, each player needs a copy of 


Tetris Worlds™. See page 22 for details. 


THIS GAME PAK WILL WORK ONLY WITH THE 
ADVANCE VIDEO GAME SYSTEM 


Tetris Glossary 
Getting Started 
Controls Sticky Tetris 
Fusion Tetris 
HotLine 


Playing a Ga si 
Game ii 


The classic game of Tetris has inherited several terms throughout the years. To help 
you become better acquainted to the world of Tetris, some of the terms are listed 
below. 


_ Matrix The game board or grid where all the pieces move around. 
Tetrion The device that contains the Matrix. 
Tetriminos _The seven shapes formed by the joining of four blocks. 


Bb soak quarter ofa Jetrimina, it it takes four Blocks snaiae. a lain. 


Minos Your re 


Tetris 
Garbage 


Multiminos 
Sticky Blocks 
Polyminos 


The action of clearing four lines at once. 


Any Blocks in the Matrix at the beginning of a game. Garbage can 
be added to the bottom of the Matrix of a multi-player game. 


Tetriminos that contain blocks of more than one color. 
Blocks that glue together when next to the same color. 


Hh od formed me the j joining oete. of Sticky Blocks. 


ore ea Blocks. 


- Line Clear The event when {0 Blocks are aligned together in a row. 
T-Spin The action of rotating the “T" Tetrimino into a tight space. 
Hotline A specially marked row of cells in the Matrix. 


Fusion When one or more Atom Blocks connect to and become Fusion 
Blocks. 


Pure Square —_—«A. 4.x 4 square formed by j joining four identical Tetriminos. 


Combo Square A4x4 square formed by j 


Avalanche The event when 


|. Turn OFF the power switch on your Nintendo” Game Boy” Advance. Never insert or 
remove a Game Pak when the power is on. 


2. Insert the Game Pak of Tetris Worlds” into the slot on the Game Boy” Advance. To 
lock the Game Pak in place, press firmly. 


3: Turn ON the POWER switch. The pra screens will Best y you don't see them, 


Button Command = Action 

A Button Rotate counter-clockwise 
B Button Rotate clockwise 

Control Pad UP —S—_—Hard drop zs 
Control Pad DOWN Soft drop fe GAMEBO) 


Nintendo* 


Control Pad LEFT Move piect 


R Button Hold piece 


il ¥ MAIN MENU 


Use the Control Pad to highlight an ation, then press the A Button to confirm. 


Marathon Play a game of Tetris until the Tetriminos reach the top and 
the game is over. 


Ultra Complete specific 
objectives within a 
limited amount of time. 


Skill Level Use the Control Pad 

LEFT/RIGHT to select a 
_ difficulty fram Easy ( 
ant i : “ga Beng 
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Sound _ Adjust the sound options in the game. Select a song, increase/decrease 
~ volume for music or sound effects, and turn music or sound effects ON 


or OFF. 


- World Select a world to begin gameplay or 
select Default to allow the game to 
choose for you. 

Next Piece —_—sChoose UN to view the next three 
available Tetriminos. Select OFF to 
not see any of the upcoming pieces, 
making the game more dificult, 


Ghost Piece Select ON or [ 


ae to the game screen. S yy ct | 


~ to allow the game to choose ee es ? "tee sas " ii ye 


ee Style 


Choose either MARATHON or ULTRA roll bi Maia Menu to ban a new game. 
© Marathon — Play until you lose. You lose when the Tetriminos reach the top! 
© Ultra — Try and beat your best time while limited to 2 minutes per round. 


Select Game Menu 

Now select a game mode to begin play. 

See GAME MODES on pages 13 — 21 for 

descriptions of each game available in 
_ Tetris Worlds”. 


The Game Sereen 


tae train showing the Tetrion (the game board where the Tetriminos move around 
in) the game screen also displays important information about the current game. 


Tetrimino___A Tetrimino is the current game piece you are able to control 
before it rests on the bottom of the Matrix. 


Goal The number of lines that need to be cleared in order to Level Up. 
Level —_—The current Level that the player is playing at. 
Level Time _ (Ultra) The remaining time left in order to achieve the Goal. 

: Total Time (Marathon) The total time that the player has been playing that level. 


_ Next Piece — Turn ON the NEXT PIECE option in the Options Menu to view the next three pieces 
er they enter play shown beneath the score. This will help es plan your strategy. 


piece to eters hold poston, lg of the game screen. When you want to use 
| the Tetrimino, press the R Button again. The current Tetrimino will become 


Pausing the Game 
Press START at any time to pause the game and view the following options: 


Resume Game _ Press the A Button to return to the current game. 

Options Change the game options. See OPTIONS MENU on page 8 for more 
information. 

Quit Game Quit the game and return to the Main Menu. 
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Tetris 


The player manipulates falling TETRIMIND ~~ TIME COMPLETED LINES 
Tetriminos to form horizontal 
rows of Blocks, which are then 
cleared from the Matrix. For 

every line cleared, the player's 
Goal will go doyn by.0 one. 


ee ee 
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The line lear bonuses are: 
Double “ 

Triple 

Tetris 

Back-to-Back Tetris 

T-Spin +1; Clearing | line +3; Clearing 2 lines +7 


There are fifteen levels in Tetris. The player's Goal is to clear 
o xs the Level in lines. 


Example: |” 


| Sticky Tetris 


In Sticky Tetris the player must dig areut Berke using Nuits to Pear the 
bottom row of Blocks. Blocks of different colors will fall when a piece is Locked Down 
or a line is cleared. However, if some part of the Multimino comes to rest next to a 
Block of the same color, they will Stick together forming a Polymino. If there are 20 
blocks in the Polymino, it will become Critical Mass and will clear from the Matrix. 


When no more Multiminos can fit into 


the Matrix the player Tops Qut and the... 
GeMe-BNdS ee we 


Fusion Tetris 


In Fusion Tetris the player needs to 
connect the falling blocks, called Atom 
Blocks, to the Fusion Block that is 
buried beneath the Garbage. Clearing a line 
containing an Atom Block enables Gravity for 
the Blocks above the Line Clear. Atom Blocks 
involved in a Line Clear will not clear. When 
no more Tetriminos can fit into the Matrix the player Tops Qut and the game ends. 


There are 10 Levels in Fusion Tetris. For each level, there will be that many rows of 
Garbage in the Matrix. The player's Goal is to connect 2 x's the Level of Atom Blocks 


to the Fusion Block. 
Nie. ee Oy. nes sca pio Pan + RR Simaes 


Example: mane Slaten —o 
the Fala Block 


Level | Connect 2 Atom Blocks 

Level 2 Connect 4 Atom Blocks to the Fusion Block ~ 

Level 3 Connect 6 Atom Blocks to the fasion Block 
Vv 

Level 15 Connect 30 Atom Blocks to the Fusion Black 


eT | 


: Hotline 


In HotLine the olayer will use feerinds iu Nultiminos to ne lines on any 
of the six apparent lines in the Matrix. These lines are called HotLines. The 

_ higher the line, the more of a bonus that will to the player. If you 
clear a line that is not on a Hotline, you will ne fy anything towards the Goal. 
When no more Tetriminos can fit into the Matrix the player Tops Out. 


There are 19 Levels in Hotline. The player's Goal is to clear 9 x's the Level in HotLines. 


Example: 

Level | Clear 5 HotLines 

Level 2 Clear 10 Hotlines (ee 
Level 3 Ber te fi) Hotlines. , 


115 a. ition —t Fotis . 


Square letris 


The rules for Square Tetris are the same as Tetris, clear lines to reach your Goal. In 
addition, the player can create Pure and Combo Squares out of the falling Tetriminos. 
Lines cleared that contain a piece of the 4x4 square earn big bonuses. Also, a T-spin : 
coupled with a line clear will cause certain blocks in the Matrix to Avalanche. When ; 
no more letriminos can fit into the Matrix the player Tops Out and the game ends. | 


The line ed bonuses 2 are: aS 
Double ia i ie) 

Triple 
Tetris 


{Spin + Cleering' Wine +3; Clearlig’? lines We 
Pure Square +40 
Combo Square +20 


There are 19 Levels in Square Tetris. The player's Goal 
is to clear {0 x's the Level in lines. 


a 
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Cascade letris 


The objective of Cascade Tetris is the same as Tetris, clear lines to reach your Goal. 
_ However, since there is Gravity in Cascade Tetris, clearing a line causes the individual 
Blocks of left over Tetriminos to fall into the cells below. When these falling Blocks 
cause another line to clear, a Cascade is achieved. The more Cascades a player can 
cause with one letrimino, the bigger the 
bonus will be. When no more Tetriminos 
can fit into the Matrix the Page uae 
Qut and the game ends. me 


Hie Line Clear pe are: 
Double 

Triple 

Tetris 

Decitris 


The Cascade bonus is x's 2. 


There are {0 Levels in Cascade Tetris. The 
Player's Goal is to clear 3 x's the Level in lines. 


Clear 5 lines 
_Clear 10 lines 


Two players can compete head to head using the Game Link® Cable. In order to play 
Tetris against another player, you will each need a Game Boy® Advance system and 
each need a copy of Tetris Worlds”. One Game Link” cable connects two systems. | 


VS. Tetris Setup 


The player that selects LINK GAME from the Main Menu will be in control and will be 
the only player able to start the game. 
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LIMITED WARRANTY: 


Warranty and Service Information 
In the unlikely event of a problem with your product ("Product’), you may only need simple instructions to correct 
the problem. Please contact the THQ Inc. ("THQ") Customer Service Department at (818) 880-0456 or on the web 
at http://www.thg.com before returning the Product to a retailer. Live Customer Service Representatives are 
available to help you Monday through Friday 9am to 5pm PST or you can use our automated systems by phone 
or on the web 24 hours a day, 7 days a week. Please do not send any Product to THQ without contacting us first. 
Your 5 digit Product Code is 32076. Please use this code to identify your Product when contacting us. 


Limited Warranty 

THQ warrants to the best of THQ's ability to the original consumer purchaser of the Product that the medium on which the 
Product is recorded shall be free from defects in materials and workmanship for a period of ninety (90) days from the original 
date of purchase. The Product is sold ‘as is,” without express or implied warranty of any kind, and THQ is not responsible 
for any losses or damages of any kind resulting from use of this Product. If a defect occurs during this ninety (90) day 
warranty period, THQ will either repair or replace, at THQ's option, the Product free of charge. In the event that the Product 
is no longer available, THQ may, in its sole discretion, replace the Product with a Product of comparable value. The original 
purchaser is entitled to this warranty only if the date of purchase is registered at point of sale or the consumer can 
demonstrate, to THQ's satisfaction, that the product was purchased within the last ninety (90) days. 


To receive warranty service: 

Notify the THQ Customer Service Depart rc 
web at http:/www.thg.com. If the THO service tec i 
he will authorize you to return the Product, at your ri 


Customer Service ent sininae BRT os or 
27001 Agoura Road, Suite 270 vitae 
Calabasas Hills, CA 91301 


THO is not responsible for unauthorized returns of Product and reserves the right to send such unauthorized returns back 
to customers. 


This warranty shall not be applicable and shall be void if: (a) the defect in the Product has arisen through abuse, 
unreasonable use, mistreatment or neglect; (b) the Product is used with products not sold or licensed by Nintendo 
or THQ (including but not limited to, non-licensed game enhancement and copier devices, adapters and power 


supplies); (c) the Product is used for commercial purposes (including rental); (d) the Product is modified or 
tampered with; (e) the Product's serial number has been altered, defaced At removed. 


Repairs after Expiration of Warranty 

After the ninety (90) day warranty period, defective Product may be replaced in the United States and Canada for US$20.00. 
The original purchaser is entitled to the replacement of defective Product for a fee, only if proof of purchase is provided to 
THQ. Make checks payable to THQ Inc. and return the product along with the original proof of purchase to the address listed 
above. 


Warranty Limitations 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER WARRANTIES OR 
_ REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE THQ. ANY APPLICABLE IMPLIED 

WARRANTIES OR REPRESENTATIONS, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 

PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT 

TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL THQ BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 

DAMAGES AS selec Shih THE BREACH OF ANY eo OR IMPLIED WARRANTIES. 


allow limitations on how long an implied 
ential ntal d : elimi and exclusions may not apply to 
Q gh and your also es other rights, which may vary, from state to state. 


cone of this Prot 9 or any of its contents or emnents are not authorized and are not 
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